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“THE ULTIMATE 
STRATEGY GAME” 


The success of any game lies within its capability to 
continually challenge its players while still providing 
an opportunity for skill to be utilized, measured and 
improved. While concentration and dexterity are re- 
quired to compete against the Space Invaders, there 
are game strategies that can be learned that will signi- 
ficantly improve scoring. The highest score reported 
to date is 300,000 points recorded by a player in 
Japan. There are now Space Invader game afficionados 
all over the world, plotting new strategies and compet- 
ing daily to beat the waves of oncoming invaders. 
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.. ABOUT TAITO, THE MANUFACTURER 
AND THE GAME, SPACE INVADERS 


The Taito Corporation was founded in 1953 in Tokyo, 
Japan as an import/export company. As the company 
grew, they entered the coin-operated game industry by 
establishing their own game room operations. The suc- 
cess of these operations eventually led Taito into 
their own design and manufacturing facilities in order to 
continually provide top quality equipment. Today, Taito 
has branch operations in all major cities inJapan and has 
expanded to form the Taito Group of companies with 
offices in the following parts of the world: 

Taito America Corporation—Chicago, Illinois, U.S.A. 

Taito Australia PTY LTD-Sidney, Australia 

Taito Do Brasil Industrid E Comercio Ltda.— 

Sao Paulo, Brazil 

Taito Europe—Brussels, Belgium 

Taito Electronics LTD-London, England 
Taito is well known today in the coin-operation amuse- 
ment business for its incredible innovation and game 
concept creativity. Many successful games have been 
introduced to the game playing public by Taito over 
the past years such as, TV. Basketball, Speed Race 
(Wheels in U.S.A)*, and Western Gun (Gunfight in 
USA)* 
While celebrating its twenty-fifth anniversary in 1978, 
Taito introduced what has become the most success- 
ful game to date in the history of the coin-operated 
amusement industry—Space Invaders. This unique 
game was introduced at 2 Taito private show on June 
5 and 6, 1978, at Fukuoka, Kyushu (South Main Island), 
and then in Tokyo and Osaka. Atpresent, over 300,000 
Space Invader Games have been manufactured and 
placed in use all over the world. 
The Space Invader Game 's 2 result of more than a 
years work by Taito's Research anc Development 
team in close cooperation with sales staff. The Space 
Age Theme was chosen Because of its popularity 
then and now in Japan. 


Two styles of the Space invader Game were first intro- 
duced to the Japanese market. am upnignt version and 
a cocktail table model. The mogem, streamlined de- 
sign of the cocktail table style soon Captures the fancy 
of the Japanese. Cocktail table Games opened many 
new locations where upright Games were never ac- 


cepted. Entire coffee shops in Japan were converted 
to Space Invader Game Parlors by replacing the ori- 
ginal tables with Space Invader cocktail tables. For the 
first time in Japan, women felt free to play coin-operated 
games in the comfortable and socially acceptable sur- 
roundings of the coffee shop. In fact, at its peak, Space 
Invaders not only seriously affected the extremely 
popular Pachinko Industry, but also created a problem 
with the supply of 100 yen coins. The Government 
initiated an investigation into their shortage. The find- 
ings—people were spending their yen on Space 
Invader Games. 

The popularity of Space Invaders began to sweep the 
world. Introduced at the A.M.O.A. show in Chicago in 
November 1978”, and at the ATE show in London in 
January 1979, the western world soon caught the 
Space Invaders fever. As in Japan, traditionally an up- 
right game market, the cocktail table style is growing 
in popularity in Europe and the Americas. 


Game players frequently ponder what ingredients 
make Space Invaders such a hit. According to the 
Taito R & D and sales teams, some of these dynamics 
include: 

. Completely new game features 

2. Players-versus-machine competition 

3. Fantastic sound effects appropriate to the game 
4. 

5. 


features 
Space Invaders gives a feeling of tremendous 
tension. 
The more a player is informed on “how to play” 
Space Invaders the more he enjoys it. 
The focus of this book is to outline the techniques for 
mastering the gamemanship of Space Invaders. In 
1979 Taito introduced Space Invaders Part Il for the 
more skillful player. The differences in Space Invaders 
Part ll from the original are outlined and the techniques 
for mastering Space Invaders Part I are also covered, 
Further information may be obtained from: 
TAITO AMERICA CORPORATION 
1256 Estes Avenue 


Elk Grove Village, IL 60007 
ATTN: Mkg. Dept. 


* Displayed at the AMOA. show by Tailo Amenca Corporation and its Licensee, 
Midway Manufacturing Company-—Chicago. 


SPACE INVADERS 


1. To Activate Game: 

1. Insert coin(s) in coin slot 
One player—25¢ for one game. 

Two players—50¢ for one game. 

2. Select one-player or two-player mode by push 
ing the corresponding player select button. The 
game will begin after either player select button 
has been depressed. 


3. Laser Firing Button: When depressed, laser s 
will fire upward from the defender laser base 

4. There are two types of laser base controls: The 
first type is the Laser Base Control Lever. This 
lever controls the movement of the laser base 
atthe bottom of the screen. By moving the lever 
tothe left or right, the defender laser base moves 
to the left or right, respectively. The ball at the 
end of the lever should be held lightly between 
the thumb and index finger for smooth move- 
ment of the laser base. (See Diagram A) With 
Practice, the control lever can be mastered to 
move the laser base as minutely or as rapidly as 
necessary to evade the attackers. 
Laser Base Control Buttons: The Laser Base 
Control Buttons are on the upright machine. 
These buttons control the movement of the laser 
base at the bottom of the screen. By pushing the 
left button or right button, the defender laser 
base moves to the left or right 
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2. To Win The Battle, Identify The Enemy 


When no one is playing the game, the screen dis 

anat how to insert coins (Picture 

A) or ar planation of the invaders point value 

(Picture B). When neither Picture A nor B appears, 
the computer controls the attack and defense 
three (3) types of invaders worth 10, 

As each invader type is destroyed, it’s 


point value is added to the total. In addition to the 
invaders, there are two types of UFOs. One type ap: 
pears at random and moves across the top of the 


It is visible ¢ 


ail times as it crosses the 
UFO has point values of 50, 
other UFO type, worth 500 
will be covered in the Space Invader Part |! 
. The UFO point value is yn the 


a“mystery” becaust 


: ond player 
appears on the right side of the screen under Score 
(2), and the highest score of the day is displayed ir 
mic of the screen. When your own score sur 
passes the “High Score,” your point score automa- 
tically appears in its place. 
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3. The Battle Begins As Soon As The Coin Is 

Inserted 

When the choice of one or two players has been 

made and the appropriate button pushed, the in: 
ier force appears on the screen. In all, 55 invaders 
‘ar—11 across in five rows. These invaders are 
constantly moving either to the left or right. If they 
reach either the left or right side of the screen, the 
invader army moves one step closer to the player. 
The point value of the invaders is 10 points for the 
first two rows, 20 points for the middle rows and 30 
Points for the top row. When all of the invaders are 
destroyed, the total point value is 990. The speed 
of the right-left movement of the invader force in- 
creases as the number of invaders decreases. 
During this time, the invaders are shooting missiles. 
The shooting of these missiles is not constant so 
you never know when or where they will appear. 
However, since any one invader can shoot only 
three missiles at a time, itis not that difficult to avoid 
the missiles—this applies to the first screen only. 
When the first screen has been destroyed, the 
second screen appears. This time the invader force 
starts one step lower than in the first screen and it 
becomes more difficult to avoid the missiles. Fur- 
thermore, on the third screen, the invader force is 
Positioned two steps lower, the fourth screen is 
down three steps, as are the fifth and sixth screens 
while the seventh through ninth screens are dowr 
four steps. 
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4. Attack Is The Best Defense 

The invaders are destroyed when hit by the laser, 
but there are techniques to be learned about firing 
the laser. There is no limitation on the number of 
shots, but once a laser is fired, the next shot cannot 
be made (even if the fire button is pushed) unless 
one of the following occurs: it hits an invader, aUFO, 
a shelter, or it reaches the top of the screen or it is 
destroyed, Thus, it is important to learn the tech- 
nique of observing when your shot ends and taking 
your next shot as quickly as possible. 

In order to protect yourself from enemy missile: 
there are four shelters. These shelters are gradually 
destroyed by enemy missiles, as well as by some 
of your own shots taken against the invaders. It is 
not absolutely safe under the shelters. Itis important 
to be aware to what extent enemy missiles have 
damaged a shelter since it is necessary to avoid 
any missiles which come through the destroyed 
Shelters. On the other hand, you can destroy the 
shelter with your own laser and attack from there. 
When the invaders have destroyed all the shelters 
and move down to the bottom of the screen, the 
game ends even if you still have laser bases 
remaining. 
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5. The Missile Is The Most Powerful Enemy Of Man 
Invaders are constantly moving and shooting mis- 
siles. These missiles fall into three broad categories. 
One is an ordinary missile that falls straight. The 
second missile type is the same as the first but falls 
at an accelerated speed. The third type of missile 
falls in a waving pattern, giving it a wider range than 
the others and a greater destruction potential 
Moreover, It destroys shelters to a greater extent. 
When a laser bi is hit by a missile, even if only 
glancingly, it is destroyed. Frequently laser bases 
are destroyed while trying to avoid a missile, so 
great care must be taken with the waving missiles. 
There are no fixed rules in terms of timing on how 
the missiles are released. However, since there is a 
short interval after a missile has been launched, itis 
best to take shots at the approaching invader at 
that time. 
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6. Don’t Chase Invaders, Wait For Them 

As the invader force moves across the screen, their 
missiles appear to fall in a diagonal direction. This 
optical illusion can affect your escape timing and 
make it easy to misjudge your counter attack, Ob- 
serve the missiles carefully, They actually fall in a 
straight line but the waving type has agreater range 
The proper escape technique is to wait until the last 
second to avoid the missile, just move far enough to 
escape depending on the type of missile, and then, 
be careful not to move into the path of a missile from 
another invader. The most important rule toremem- 
ber in attacking invaders is to be in a position where 
youcan waitforthem.  ¢ 
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7. The Only Weapon You Have Is Your Laser Base 
When shooting at the invader force with your laser 
base, avoid having your shot hit a missile launched 
by an invader. There is no point count for destroying 
a missile and it can delay your attack. If you do hit a 
missile, one of two patterns may occur. The first is 
when both the missile and your shot collide in flight 

1 are mutually destroyed. In this @, AS SOON as 
they have been destroyed, the next shot can be 
taken. This next shot would be taken without any 
break 
The second pattern of collison is when both the 
missile and your shot collide but the invaders 
missile is stronger. It is not destroyed along with 
your shot, but continues to fall. Until the collision 
occurs, this pattern cannot be foreseen. If you en- 
counter this kind of missile, you must move to 
escape from the invader's missile. 

To avoid colliding with a missile, don’t aim at the 

middle of the invader. Shoot at the left or right side of 

it. This is because the missile is launched from the 
center of the invader. As long as you aim your sho! 
at the sides, the chance of collision is lessened and 
you can concentrate on escaping the falling missiles, 
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8. Military Defense Of The Globe (Part I) 

Having absorbed most of the “system”, let's repeat 
how to effectively destroy screen one and go on. To 
keep the explanation simple, let's disregard the 
UFOs and concentrate only on the invaders. 

When the player selection button is pushed, the in- 
vader force appears on the screen, along with four 
shelters located at the bottom. Next, one ofthe three 
laser bases you possess appears on the bottom 
left-hand side of the screen. (The remaining two 
laser bases are below that on the left side of the 
screen, and after that, the total number of laser 
bases you have left appears.) When your laser base 
has appeared in the bottom left, promptly begin to 
attack. Since the missiles have already started to 
fall, very carefully move from the left to a position 
under the third column. (See illustration.) In other 
words, the attack on the first screen begins with the 
attempt to shoot down the third column from the left 
There are relatively few missiles falling from the 
invader force on the first screen, so (while being 
careful not to collide with them) attack and destroy 
all of the invaders in the third column up to the 
uppermost 30-point invader. Whether you escape 
to the left or right to protect yourself from the missile 
attack, immediately return and continue the attack 
on the third column. Time is important so be quick 
..and be careful. 
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When you have destroyed the third column from 
the left, you must immediately attack the second 
column from the left. The point to stress here is that 
the third column must be destroyed before the first 
column of invaders on the right reaches the right 
side of the screen, and the entire force drops down 
one step. If this occurs, the force beg to move 
again and the invaders in the second column you 
are aiming at willbe above the shelter to the far left of 
the screen. Thus, while attacking the second 
column from the left, you have to pursue the in: 
vaders. In this situation, keep a careful eye on 
invader missiles. 

To be successful, you must learn the technique of 
shooting and escaping. As soon as you have shot 
at the invader with your laser base, escape in the 
direction of the invaders’ advance and continue the 
pattern of returning to shoot. Again in this case, you 
can escape to the now open space in the third 
column from the left, return and shoot. Because the 
missiles from the invaders in the second column 
from the left are falling, it is preferable to escape 
under the left shelter. 
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After you have destroyed the third column from the 
leftandthe second from the left up to the uppermost 
30 point invader, move you laser base to the left and 
destroy the column of invaders on the far left. When 
you have destroyed this column, the result will be 
that the width of the total invader force has been 
feduced by three columns. As mentioned earlier, 
each time the invader force reaches either the right 
or left side of the screen, the invaders drop down 
one step. By removing three columns, the remain 
ing invaders will take more time to reach the side 
of the screen and attacking with your laser base 
becomes easier. 

The position of the laser base is an important factor 
when destroying the first column to the far left 
(Illustration shows the exact positioning of the laser 
base.) Careful handling of the lever is also an 
important factor because you will have to move the 
laser base in a fairly short time. Use the technique 
of rolling the ball of the lever in the palm of your hand. 
When playing on a machine with laser base control 
buttons, learn the sensitivity of touch in relation to 
laser base movement. 

When you have skillfully moved into the position 
shown in the illustration, take aim and fire at the far left 
column of invaders which are moving rightto left on 
the screen. Be careful at this point because the 
shelters have been ¢ ed by the missiles and 
sometimes missiles slip through the center of the 
broken shelters. 


23 


ARAAHADRSD 
(hy ae Yale mh, ad Yay end Yay 
(th hr Meh Meth Met dah 
RAH 
MARAE 


te A mw A 
‘aie 


Up to this point, we have presented how to destroy 
the third column from the left of the invader force; 
but, until your timing is mastered, it will take more 
than the allotted time to shoot down the third column 
from the left. As cautioned earlier, before you can 
shoot down all of the second column up to the 
uppermost 30 point invader, the far left column of 
invaders will come to a position above the left 
shelter, making it impossible to continue the attack. 
In this situation, do not continue to fire on the re- 
maining invaders in the second column from the left. 
Move the laser base, as explained earlier, to the left 
of the shelter and start to attack the first column on 
the left. When youhave destroyed the first column of 
invaders and part of the second column from the 
left, the remaining invaders from the second column 
that you have been waiting for will show above the 
laser base. In this situation, while being careful of 
the falling missiles, it is best to shoot down the 
remaining invaders in the second column. If by 
chance it takes too much time to destroy the first 
column from the left and the invader force reaches 
the left hand side of the screen and drops down one 
step, continue to destroy the first column and wait 
on the right side for those remaining in the second 
column. 
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When you have succeeded in completely destroy 
ing the three columns from the left, move to shoot 
down the remaining eight columns totalling 40 in- 
vaders. The most efficient way to attack the invaders 
is to shoot them down column by column. Start with 
the first column in the direction of the invaders’ 
adva taking 10, 10, 20, 20 and 30 points in suc- 
cession. Of course, you must not forget the basic 
rule that it is best to position your laser base ahead 
ofthe first column of invaders and wait to shootthem 
down. 

As for the timing of your shots at the invaders, shoot 
and escape in the direction of their advance. You 
must develop the rhythm of shooting and then 
escaping in the direction of advance. Itis necessary 
to keep in mind the importance of mastering this 
rhythm of shoot-escape, for it can be considered 
the basis of all success in the Space Invader game. 
Wait in front of the first column of the invader ad- 
vance, slip through the falling missiles and quickly 
escape the instant a shot is taken at the invaders. 
Move rapidly ahead of the advancing invader force 
and guard yourself against the missiles. Once 
again, get yourself into position to fire at the in- 
vaders. If you make a mistake in the timing of this 
flight action, you will end up running into the falling 
invader missile. 

When using the attack method of shoot-escape, 
there is one more thing you must watch out for. The 
dual problem when shooting of how long should 
you stay under the invaders and how close can you 
stop when escaping from them. 

As explained earlier, the missiles fall from the center 
of the invaders and since the laser shot from the 
laser base will destroy the invader even if it is only 
hit on the side, there is no need to go directly under 
the invader. It is best to stop the laser base under 
either the left or right side of the invader. Shoot at 
either the left or right side and then quickly escape 
in the direction of the invader force's advance. 
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In escaping, it is important not to move away from 
the invader force more than is necessary, The rea 
son for this is that when you escape too far, a lot 
of time is wasted getting back into firing position 
and, during this time, the invader force will have ad 
vanced considerably. Using the method of shooting 
down the first column in the direction of the advanc 
will prevent the invader force from reaching the side 
of the screen and moving down one more step. 
Naturally, the movement of the laser base is also 
contingent on the number of missiles falling, but 
move the shortest distance necessary. 


There is one more way of destroying the invader 
force besides that explained above. When you have 
completely destroyed the third column from the left, 
quickly get directly under the invader force moving 
ss the field and shoot the bottom row of in’ 
fers. Ideally, if one can shoot down the second 
row too, rather than just the first one, then it will take 
more time for the invader force to come down and 
make it e¢ wait for UFOs, Howe’ inthis situ: 
ation, it is important to be very careful because the 
invaders are constantly dropping missiles and com: 
pared to the first method explained, the danger of 
the laser base being hit is greater. In this case, it is 
best touse the shelters, avoiding the falling missiles. 
It is also more efficient to shoot down the invaders 
without regard to order. However, when the game 
has advanced to this point, the shelters have sus: 
ined considerable damage and are not 100% 
fe. Then too, unless you mal jure your laser shot 
hits the invader, the chance of being hit yourself is 
greatly increased. 
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As you continue to shoot one invader after the other, 
the left and right movement of the invader force will 
steadily increase in speed. When there are only 
eight invaders left on the screen, the left to right 
movement will suddenly increase considerably, 


In order to shoot down these eight invaders, you 
should not chase the invaders, but must stick to the 
basic rule of “inviting” the invader. Moreover, you 
must adjust the start of your firing to the speed of the 
eightinvaders. Atthis point, you cannotaim the laser 
and fire when the invader is directly overhead be- 
cause the speed of the last eight invaders is faster 
than it has been up to this point. You have to calculate 
your firing time in order to score a hit. When you 
finally come to where there is only one invader left, 
the left or right speed of this last invader becomes 
extremely rapid. Taking its speed into considera- 
tion, you have to fire your laser earlier. 

There is one thing to watch for here and thatis there 
is a slight difference in the left and right speeds of 
this last invader. His speed on the screen when 
moving left to right is quite fast. In comparison, 
when moving right to left, the speed drops off. It is 
better to wait for this slower movement, adjust your 
timing and fire at the invader. 

Ifyou have destroyed everything on the first screen 
you will have 990 points. In order to get an even 
higher score, let's move to the next step: how to 
shoot down UFOs and in what order, how to destroy 
the second screen and, the still more difficult, third 
screen. 
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40. Even UFOs Have An Orbit (Or Track) 
As mentioned in the previous chapter, in order to 
get an even higher score, you have to master 
shooting down UFOs. The UFOs appear on the 
first screen and as previously explained, when 
they are shot down, you can win 50, 100, 150, or 
300 points according to the situation. (NOTE: On 
Part Il Space Invaders, the passing UFO is worth 
500 points.) By shooting down UFOs, you can in 
crease your point totals 
The easiest time to shoot down UFOs isin the first 
screen. in the first screen the time required for the 
invader force to come down a step and attack is 
the longest. (When they have dropped down 
eleven steps, you have been invaded). It's also 
important to remember that this scene appears 
only once on the screen in one game, so it be- 
comes that much more imperative to put all of 
your energy into shooting down as many UFOs 
as possible in this screen. 
UFOs appear on the screen every 25 seconds, 
crossing above the invader force and presenting 
the opportunity to score many points. If you effec- 
tively go after UFOs in the first screen, you have 
the possibility of shooting down as many as 
ten UFOs. 
As explained earlier, there are four kinds of UFOs 
with different point values. It is important to look 
for 300 point UFOs. Shooting down a 300 point 
UFO is closely related to the number of shots 
fired at the invaders. The relationship of the num: 
ber of shots fired at the invaders and the UFOs 
Points is as follows: 


if a UFO is shot down on the first shot, it is a 100 


point UFO. 
Second Shot 100 points 
Third Shot: 100 points 
Fourth Shot: 50 points 
Fifth Shot 150 points 
Sixth Shot: 100 points 
Seventh Shot: 100 points 
Eighth Shot: 50 points 
Ninth Shot: 50 points 
Tenth Shot: 100 points 
Eleventh Shot: 150 points 
Twelfth Shot: 100 points 
Thirteenth Shot 100 points 
Fourteenth Shot: 50 points 
Fifteenth Shot 300 points 


This pattern is then repeated. However, in this 
ase only, the first 300 point UFO doesn't fit this 
pattern since counting from the start ofthe game 
you have to shoot it down on the twenty-third shot 
taken at the invaders. 
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There is an intimate relationship between the 
number of shots taken and the UFO point values. 
It is advisable to learn to count the number of 
shots taken while firing. If, for example, taking the 
previous pattern into consideration, you shoot 
down a UFO on your fourteenth shot, 50 points is 
displayed on the screen and you should aim for 
the next 300 point UFO on the sixteenth shot after 
that. In the same way, in a situation where you 
have to shoot down a UFO on your sixteenth shot, 
100 points will be given and you can aim at shoot- 
ing down a 300 point UFO on the fourteenth shot 
after that. Similarly, when you've shot down a 300 
point UFO on your twenty-third shot, count from the 
beginning, 23+ 15 = 38, andif you shoot down a 
UFO on your thirty-eighth shot, it becomes a 300 
pointer. 

Since UFOs appear on the screen every twenty- 
five seconds, remember, in that 25 secondperiod 
you want to take 22 shots—in addition to 14 
effective shots at the invaders to get a 300 point 
UFO. Naturally, it's important to have a position 
from which you can easily avoid the falling missiles 
as well as get a 300 point UFO. 

When there are eight or less invaders left on the 
screen, no more UFOs will appear no matter how 
many are left, so proceed to destroy the remain- 
ing eight invaders. 
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There is also a general rule as to the order in 
which UFOs appear on the screen. When you are 
only after a 300 point UFO, the first UFO will 
appear on the upper right-hand side ofthe screen 
and advance to the left, while the pattern for the 
second and third UFO is to appear on the upper 
left of the screen and proceed to the right. There- 
after this pattern is repeated. If youremember this 
pattern while you are after a 300 point UFO, you 
can concentrate on the order of appearance of 
the UFOs and develop your aim, keeping misses 
to a minimum. 

However, to avoid confusion regarding this gen 
eral pattern, you must follow the next rule. Take 
all but one shot required for the 300 point UFO, 
of 22 shots, including 14 successful ones to shoot 
down the invaders. 

In order to get a higher score and to get as many 
UFOs as possible, the manner of shooting down 
the invaders also comes to have a subtle effect 
(consequence). In other words, it is desirable to 
stop the invader attack by effectively shooting 
them down, while saving as much time as pos- 
sible and waiting for the UFO. How to do this will 
be explained in detail in the next chapter. 
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The invaders on the first soree 
start in this position, moving left 
to right 
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Next, slide your laser base 

left and in he same. t 
down the entire second column from 
the let, 
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as the laser base appears, 

me out from the far left shel 
ter to. position under the third column 
of invaders from the left and com- 
pletely destroy that column 
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started moving left to right has 
‘now started to move from right to let 
‘move to the left of the far-left shelter 
and, from this angle, shoot down the 
entire left column advancing into your 
range 
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From this position, avoiding the 
invader attack and slipping under 
your laser base to the 

the first and_second 
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‘After completely shooting down 

the first column on the right of 
the invaders, now advancing left to 
tight, slip under the invader force 
Move your laser base to the left of 
the screen and wait for 2 UFO while 
taking up to 14 shots, 
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Shoot down the UFO coming out 

from the right with your 23rd 
shot. In the place where the hit occurs, 
400 points appear on the screen after 
the hit pattem has disappeared. 
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With your fiteenth shot, shoot 
down the 300 point UFO coming 
cut from left side of the screen, 
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again, move your laser bese to immediately move your laser 
the right of the screen and wait for a base under the invader force from 
UFO. During this time, take 14 shots Tight to left and in the process, shoot 
in the ar whovt shooting down any cown the seven invaders in the bot 
invaders, then shoot down the UFO tom row. 
caming from thet side othe screen 
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LJ wen you nave moved your laser 1 ‘Again slip your laser base under 


base to the left side, shoot 14 the invaders to the right. Sh 
shots into the air and wait for the ing fourteen shots into the air, wait 
fourth 300 point UFO which will appear for a UFO. This time don't shoot dawn 
from the right. Shoot it down with any invaders. 
your fiteenth shot. 
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1B Steet to she fn 300 point 
UFO coming from the left 
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15 Move your laser base to the left 
side of the screen, take four: 
teen shots in the air and wait. 
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Shoot down the entre far-right 
column of invaders and the bot- 
row of invaders~there are ten 


invaders in all 
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‘Shoot down the sixth 300 point 
UFO with your fifteenth shot 
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Shoot dawn the seventh 300 


1 After shooting down the invaders 1 
point UFO with your fifteenth 


on the left side of the invader 
force which is moving left to right, shot 
slip under the invaders to the right, 
take fourteen shots in the air and wat. 
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‘Shoot down the first column of 20 Slip under and return to the 


Tight side of the invader force, 
take fourteen shots in the air and 
wait for the UFO 


ft to right 


‘are seven invaders in all, creating a 
situation where there are eight in- 
vaders remaining 


Ta rT 


21 Shoot down the eighth 300 point 
UFO with your fiteenth shot 


HI-SCORE SCuRE- 2 


2 Because the speed increases 

rapidly when there are only two 
invaders eR, without moving. your 
laser hase, wait patiently for them 
and fire 
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Shoot down the remaining eight 
invaders two-by-two in the order 
of advance 
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Shoot down the last invader as 
shown in Illustration 23, How: 


‘ever, just as the last invader is hit, a 
‘missile is launched, so the instant 
you make the hit, you should escape 
in the direction of the advance. Up to 
this point, you can win 3390 points, 
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11. Military Defense Of The Globe (Part I!) 
When you have mastered getting the UFOs in the 
first screen, move on to the second screen attack 
plan. What you have practiced in the first screen 
is the most basic technique for the entire Space 
Invader Game, so you want to develop this tech- 
nique beyond just passable mastery. 


Immediately after you have succeeded in com- 
pletely destroying the first screen, the second 
screen attack begins. The second screen starts 
with the invaders one step closer to the laser base 
as compared to the first screen. The laser base is 
positioned the same as at the start of the first 
screen on the left side of the bottom row on the 
een. A point to stress is that if you relax when 
cond screen starts, your movement of the 
base will be too slow and there is a chance 
base will be hit by the missiles launched 
's. You must also consider the fact 
‘0 the first screen, the missile at- 
d screen is fierce. Moreover, the 
when the game starts, the 
laser bases, but when the 
1500 points, heis givenan 
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The attack begins with the second screen as your 
Opponent, but the method of attack is the same as 
in the first screen. Remember, the invaders posi- 
tion on the screen is one step closer than it was 
in the first screen, causing invader missiles to hit 
much faster. It now becomes important to con- 
centrate on your shots and avoid colliding with the 
enemy missiles. Make every shot count. 

If your aim is off, you cannot take your next shot 
until your shot reaches the top ofthe screen. Keep 
in mind the great time loss involved under these 
circumstances. In the fourth and fifth screens, 
missed shots at the invaders become fatal to you. 
From this point on, if you don't make a sure killon 
the first shot, it is impossible to get a high ranking 
score. 

In the second screen, the method of shooting 
down 300 point UFOs does not change. You can 
shoot down as many as six 300 point UFOs. 
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When the second screen starts, 
the invader force begins to move 
{rom this position, 
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Continuing, shoot down the sec: 
‘ond column from the left 
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First, shoot down the entire third 
column from the left 
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Qi S202 down the far lett calmn 


of invaders as they retum, mov- 
ing right to left 
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5 Stee you have 22 sats before 
you can go after the first 
point UFO, shoot down as many of the 
fourth column from the lett as pos 
sible. Even if you haven't shot them 
all down, when the UFO appears, move 
your laser base to the left side and 
wait 
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shooting down the seven 
invaders in the bottom row, move 
your laser base to the right side of 
the screen. Shoot into the air until yo 
have taken 14 shots since the last UFO 
and weit for the second 300 point 
UFO to appear from the left 
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G S22 dow te 900 point UFO 
‘coming from the right with your 
23rd shot. Immediately after shooting 
down the UFO, shoot down the re: 
‘maining invaders in the fourth column 
from the lett. 


1 MI-SCORE SCORE 


ay 


Heenene 
oe 
annmannn 
MRAAAae 


ee ah ore Be 
Cd 


Qn the right side, shoot down 

the second 300 point UFO whic 
comes out of the lett side of the 
screen. As seen in the picture, on 
‘more technique is to shoot through 
the opening in the far right 3 
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Slip. under the invaders from Since you have to hit the third Shoot down the fth UFO com Shoot down the invaders nthe 
Tight to left and after shooting 300 point UFO at the o ing from the left beri Bethe 6 
down the far lett column, sho row, leaving eight invaders 
the air until you have taken 14 shots 
since the last UFO and wait for the 
UFO to appear. 
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11 Aterstootieg sown the totum 919 Aer shoting down the 15 Sees, sith 300 pont UFO 94 hoot down the remaining ht 


row of the advancing invaders, column of three invaders on the Comes out from the left side of invaders as fast as possible, 


on the left side of the screen, con: left side, slip through and under the screen, wait 2 little to the right 
tinue shooting into the air until 14 invaders. Position yourself just right of center screen and shoot it down. 
shots are taken and then shoot the of center screen. Shoot into the air 
300 point UFO with your fifteenth shot. until a total of 14 shots are taken and 

wait forthe fith 300 point UFO. 


12. Military Defense Of The Globe (Part Ill) 
The attack method for the third screen is generally 
the same as that in the first and second screen. 
y =< 2 « > The invaders at the start of the third screen will be 
tet WI-SUURE SCORE. 2 two steps closer than they were at the start of the 
first screen. Since they begin much closer to the 
laser base, you are placed inamuch more difficult 
situation. Once again the techniques of the pre- 
vious screen must be mastered even more 
completely. 
Since the invader's position starts two steps down 
from the original position, it only takes the invader 
force nine steps to come down before the player 
is invaded. At that point the game ends. In other 
words, if the invader force moves across the 


screen left and right nine times you will be in: 
HHAHAHRHAHAHAH vaded, so you will have to destroy all of them 
during eight passes across the screen. 
th th th th Gh th Ch Oh th a Because the invaders position gets closer with 
9) RB Ar ir Mr tr kr Ath th ah ahr each screen, you will have less time to attack and 


the number of falling missiles also increases. 
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While the attack methods of the second and third 
screens are almost the same, there is one thing 
you must watch for. After shooting down the third 
invader column from the left and then the second 
column, carefully move your laser base back to 
the left. By now, the far left shelter has been con 

siderably damaged by missiles falling in the in- 
vader attack. In most instances, there is already 
a large hole opened in the center of that shelter. 

Instead of the laser base (now moved back to the 
left) being hit by missiles falling through that open- 
ing, it is more effective to break the shelter your- 
self and then shoot your laser beams through the 
resultant opening 

Shooting down 300 point UFOs in the third screen, 
considering the time factor and the intensity of 
the invader missile attack, requires advanced 
technique and skill. Rather than constantly trying 
for 300 point UFOs, assess the situation and 
select safe possibilities 
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When the third screen starts, the First, shoot all of the invaders in 
invader force begins to move the third column from the left 


from this position 
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Next, immediately destroy all Shoot down ail of the invaders 
the invaders in the second column in the far left column. Up to this 
from the loft point, the attack method is the same 
as in the first and second screens, 
but since the starting position is even 
lower than in the second screen, don’t 

take any more useless s 
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Shoot down as many invaders as 
possible in the fourth column from 
left until a total of 22 shots are 
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Quickly shoot down the fist 300 
point UFO coming from the 
and immediately shoot down the 
‘maining invaders in the fourth column 
from the lett. 
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Move your laser base to the far 
left of the screen and wait for 
the first 300 point UFO. 
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Shoot down 
raders in the bottom two rows 
ssible until 14 shots are taken, 

Move your laser base to the right of 

the screen and wait for the UFO 
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‘Shoot down the second 300 point 
UFO coming out of the left 
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1 Shoot down the third UFO com- 
ing from the left 
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10 After shooting down the six in- 


vaders in the left two columns, 
slip under the invaders to the right 
shoot 14 shots into the air and wait 
for the UFO. 
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12 Shoot down all the invaders in 

the right column and those in 

the bottom row-seven in all-leaving 
ight invaders on the sereen. 


ORE SCORE (2 


1 Mow yor se base t,he 


fight of the screen, take 7 shots 
into the air and wait for the UFO. 


1 Dispose of the last eight it 


vaders as quickly as possible. 
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1G inametiatey, shoot the fourth 
300 point UFO. as soon as it 
‘comes out from the right 
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UFO with your laser base posi 
tioned right up against either the left 
‘OF ight sides of the screen, itis easier 
to score @ hit it you fire your laser 
base when the front of the UFO has 
flown under the “SCORE” sign at the 
top of the screen. 
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PLAY FEATURES OF SPACE 
INVADERS PART II 


When your technique has improved and you hi 
managed to clear the first set of attacking invader: 
a UFO rises slowly to the upper screen calling for 
reinforcements. An “SOS" signal flashing on and off 
on the screen will appear. This will signal the new 
wave of invaders. 

The UFC ) (not the UFO that calls for reinforcements), 
appears and disappears as it passes 
ss the screen. This is different from 
tm in Space Invaders Part |. The flash- 
Invaders Partll is more difficult to 
t in its visible condition in order to 
score (500f f hit when itis flashed off, you will 
not score points. Timing is very important. 

Space Invaders Part Il has a rainbow “Explosion” 
feature. However, only skilled players have a chance 
to produce it. In order to make the rainbow appear, 
you must destroy every invader on the screen, with 
the exception of one from the two bottom rows. 
When one invader from the two bottom rows is left 
to be cleared (the whole screen being already 
empty of invaders), and then is destroyed, a rain- 
bow appears on the screen 

After clearing the invaders from the second screen, 
the third screen will have a flashing UFO passing 
across the screen, randomly dropping invaders for 
a new attack, Sometimes a laser hit on these in 
vaders will divide them in two. Shoot at the UFO to 
prevent new invader attacks 

On the fourth screen when you hit an invader, it is 
likely to divide into two smaller ones. These, of 
course, are much more difficult to hit. In addition, tr 
UFO continues to drop new invaders, (whi 

“Breath”, changing their size!!!) 

If you have scores of 5,000 points or if yo 
high scorer of the day, your name can ber 
on the video screen. 
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